enhancement of the aural component ultra-high fidelity surround sound systems are present nearly 100,000 theaters (Dolby Lab, 2004) sonic accompaniment for video games has progressed synthesized waveform beeps of Pong (Atari, 1975) role-playing games (RPGs) Tony Hawk's Underground (Activision, 2003) customizable lists of commercial music tracks
Medal of Honor Frontline (Electronic Arts, 2002) specially composed orchestral scores personal computer & game systems (Sony PlayStation 2, Microsoft Xbox, and Nintendo GameCube) significantly faster data processing capabilities greatly increased storage capacity recently developed methods for compressing the audio and video components of these games audio-visual (A-V) quality that begins to rival the quality of film and television.
significance & need for study amount of time spent by individuals using or interacting with media an average of five and a half hours a day for children in the United States (Rideout, 2004) serious attention given to the audio aspect of motion pictures and in the most recent generation of video games (Hill, 2003) significant financial investment past research
Film music and animation -growing number e.g., Boltz, 2001; Bullerjahn and Güldenring, 1994; Iwamiya, 1994; Iwamiya et al, 2001; Lipscomb, 1995; Lipscomb, in press; Lipscomb and Kendall, 1994; Marshall and Cohen, 1988; Thayer and Levenson, 1983; Thompson et al, 1994 for a more detailed review, see Cohen 2001 or Lipscomb and Tolchinsky, in press. Video games -very few Yamada, et al. (2001 Yamada, et al. ( , 2002 SD scales (same as Iwamiya, 1997) three conditions game with music, game without music, music only
Yamada -results

Complex relationship exists
The positive correlation of the "neatness" axis vs. the "lightness," "calmness," and "performance score" vectors, shows that a "dark, agitated" excerpt provides a "mixed" impression to the game, and, in turn, results in a negative effect on driving performance. In order to obtain high performance scores, players must concentrate on manipulating the control unit. The negative effect on performance may be a result of music disturbing the players' concentration. In this segment encountered later in the second level, the player must fight through a marsh while unhuman creatures (Orcs) attack from the water and arrows fly from surrounding cliffs. This scene is also very dark, as if at night, and the player experiences periods of relative quiet, punctuated by an occasional attack from Orcs hidden in the marsh. The musical score for this excerpt is highly dissonant, loud, and brash, initiated at the outset by a series of ascending chromatic motifs played by brass, woodwind, and string instruments, followed by a brief section of pounding percussion rhythms that is interrupted briefly by the same chromatic ascending motifs, then returning to the pounding rhythm. The tonal clusters in this excerpt result in an atonal harmonic context.
Amon Hen
In this excerpt from the seventh level of the video game, the player must fight ferociously to make a path through the forest, as numerous fierce fighters (Uruk-Hai, a stronger and larger breed of Orc) are encountered. The daytime scene is set in a forest and includes a large number of enemies in close combat situations. The musical score for this segment is majestic in tone featuring a steady, syncopated rhythm in the percussion and low strings with brass instruments in the melodic foreground over a clearly tonal harmonic structure. Eventually, following the sound of a hunter's horn, the brass instruments are supplanted by strings in a chordal homophonic texture, and then, the brass return to the majesty of the opening section. 
